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The game concept is quite simple, obtain the 5 Digitamer Coins and become a 
Digimaster. Of course, obtaining the coins is quite difficult and to add on 

more of a challenge there are hackers who'll try to steal the coins. In order 

to get the coins you'll have to beat certain Ultimate Digimon in their 

respective elemental planes. You can only do this by raising Digimon, having 
them Digi-volve, and training them. The caring of your Digimon is very 

similar to one of those little Tamogochi-type games but on a much more 
complex level. In fact the entire game is a simulation of what it would be 

like to raise a Digimon. 


One unique aspect of the game is that it's one of the few that actually 
utilizes the Sega Saturn's mouse, the Mega Mouse, a PC-like mouse that was 
made for the Saturn Netlink. 


L-Shift = Shifts the highlighted Digimon field to the left, on 
any screen with your Digimon fields showing. 

R-Shift = Shifts the highlighted Digimon field to the right, on 
any screen with your Digimon fields showing. 

X Button = Auto zoom in on the highlighted Digimon field. 

Y Button = Brings up the Digimon status window for the high- 
lighted Digimon field. 

Z Button = Hold it down to speed up the mouse pointer. 

A Button = Selects whatever the mouse pointer is on. 

B Button = Closes the current screen/selection or take the mouse 
pointer to the exit button. 

C Button = Selects whatever the mouse pointer is on. 

Start = Pauses the game. 


Left Button = Same as Controller Button A. 
Middle Button = Same as Controller Button B. 
Right Button = Same as Controller Button C. 
Red Button = Pauses the game. 


The Digimon status window has 2 main sets of stats. 
The top of the stat window contains the Digimon name and type. 
The next row contains the Digi-level, age, and evolution percentage. 


Digi-level - This shows how far evolved your Digimon is, it starts at 


1 and can go up to 12, which is a Champion Digimon level. 
Digimon evolve at levels 2, 3, 6, 9. With each level, 
your Digimon gets more inherent power that isn't shown 


in the Stats menu, this usually includes extra damage and 
less damage taken. 


Age - This shows how old your Digimon is, if your Digimon gets 
too old then it will die. Wether or not it's a male or 
female, there's a small chance that the dead Digimon will 
leave an egg. If your Digimon is treated well or is the 
off-spring of one of your previous Digimon then it will 
live longer. 


Evolution Percent - At a high percent your Digimon has the chance to Digi- 
volve to the next level. Winning battles will cause this 
to increase (the more of a challenge the higher the 
increase) while losing battles will cause this percentage 
to decrease. Look at this as how confident your Digimon 
is with itself. A Digimon with a low percent isn't 
confident enough to evolve to the next level. 


Next are two boxes, each contains the same stats, it's just that the left 
one has numbers and the right one shows the numbers on a spread chart. 


1st Box (top to bottom) 2nd Box (clockwise from the top) 
Hunger Meter Strength 

Strength Intelligence 

Intelligence Speed 

Fame Fame 

Speed 


Hunger Meter - How hungry your Digimon is by how many hearts are missing. 
When the hearts are missing there's a greater chance of 
the Digimon getting hurt or sick. 


Strength - How much damage the Digimon does in battle as well as how 
much damage he can take. 


Intelligence - Increases the chance of a dodge. 
Speed - Determines how quickly a the digimon attacks. 
Fame - This stat represents the closeness and popularity of 


your Digimon. It is the basis for how quickly the FAME 
guage increases in battle. This also effects how loudly the 


crowd cheers at the VS screen. Fame can only be increased 
by petting & grooming your Digimon with good results or 
giving the digimon a yellow capsule (.CAP file). 


Generations & Stats 


Each Generation has it's own limits on stats. 


1st Generation - STR, INT, SPD, FAM max out at 16. 

2nd Generation - STR, INT, SPD, FAM max out at 32. 

3rd Generation - STR, INT, SPD, FAM max out at 64. 

4th Generation - One of the 4 stats gets maxed out to 96, the stat that's 
increased depends on what the Digimon evolves into. 

5th Generation - 2 of the 4 stats get upgraded by 32, these also depends on 
what the Digimon evolves into. 


Of course, these stats can be increased beyond their max by using .DAT files. 
The absolute maximum you can increase any stat to is 128. 


Possibly the most interesting aspect of this game is the fact that you can 
customize everything with the files you have. Files can be bought from the 
Store, found using Search, or won from Hackers. Everything is made up from 
files, even the Digimon you are raising came from an .egg file. Here's the 
"who's who" on file extentions: 


.BAC = Computer Background .BGM = Background Music 
.CAP = Capsules/Vitamins .DAT = Data / Stat Maxer 
.EAT = Food .EGG = Digimon Egg 

.ETC = Miscellaneous .FLD = Digimon Home/Screen 
.FRA = Digimon Screen Frame .MED = Medical 

.POI = Mouse Pointer .PRO = Programs?? 

.REP = Repair Fields .RID = Anti-Virus?? 


INT = Interior -SPC = Special 


-BAC FILES These are simply different kinds of graphical backgrounds for the 
Main screen of your operating system, these are purely for style 
and contain no special abilities. You can select which 
background you want in the Options section. 


Backrgound Name | Description 

*kiban Blue circuits 

*sora Sky with clouds 

*renga ? Red brick wall (the cheaper of the two renga) 
*shinpuru (simple) Plain blue-grey background 

*renga ? Blue brick wall 

“foresto (forest) Green forest pattern 

*dijiwaado (Digiworld) | Blue screen with strange characters 
faiya (fire) Red firey pattern 


irogarasu (colored glass) Stain glass window pattern 


.BGM FILES This is a background music file, this is the music that plays 
when you're in the Main screen and the Options screen. You can 
select which music you want in the Options sections. These 
aren't actual CD Tracks. 


Music Name | Description 

mekanoido 1st Track - Lounge-style Techno 
*[ayatsuha?] 2nd Track - Silly kind of music 

*222 (3 kanji) 3rd Track - Epic-Orchestrated music 


*ootomata 4th Track - Happy kind of music 
calm C 6th Track - Calm and melodic music 
DUNE 7th Track - (nothing to do with the movie) J-Pop 


.CAP FILES These files are small stat-boosters for your Digimon, they work 
like food but when eaten, they increase a stat by 5. These will 
not increase a stat beyond its current maximum. 


Protein (red capsule) - Increases Strength 
shokumotsuseni (yellow capsule) - Increases Fame 
DHA (blue capsule) - Increases Intelligence 


Vitamin (green capsule) - Increases Speed 


.DAT FILES These files are used to abnormally make your Digimon more 
powerful, each file increases the potential of a certain stat 
(INT, STR, SPD) by 32 points. (ex: A 3rd Gen. Digimon has a 
maximum potential SPD of 64, with a .DAT file for SPD, the 
Digimon now has a maximum potential SPD of 96.) 


.EAT FILE These are different kinds of food, the 3 main foods (MEAT, 
VEGETABLE, FISH) has 3 different qualities: POOR, NORMAL, HI- 
CLASS. Each kind is more expensive the better quality it is. Some 
kinds of Digimon have a certain preference to different kinds of 
food. There are also desserts, these have the chance of 
increasing the FAM rating of a Digimon but stuff him with too 
many sweets and he'll get sick. 


.EGG FILE This pretty self-explanitory; a Digimon Egg. Different versions 
of eggs will yield the 1st Generation Digimon from it's 
respective version (look at the ALBUM section for more info). 


.ETC FILE Files that for some reason aren't important enough to get their 
own extensions. In the Store, in the PC Upgrade area, .ETC files 
are used to increase the level of training equipment for more 
powerful Digimon. Unfortunately | don't have any information yet 
on the other .ETC files in the game. 


.FLD FILE These files are what each Digimon you own "lives" in. The higher 
the level of the field your Digimon is living in, the more 
evolved your Digimon will become. (ex: a Digimon in a Lvl 1 field 
may not evolve past 3rd Generation, and will NEVER evolve into a 
4th Generation) Changing the enviornment of a field (snow, 
mountain, desert) can be done in the Options section, it's unsure 
yet whether or not the enviornment influences what the Digimon 
will evolve into. 


.FRA FILE Each window/field that a Digimon lives in has its own frame, 
these are merely for decoration (as far as | can tell) like the 
other cosmetic changes that you can make to your computer's 
appearance. Choosing what frame to use for a field can be done in 
the Options section. 


Frame Name | Description 


*noomaru (normal) Typical Macintosh window 

*basokan Typical MS Windows window 

*ori Jail cell 

burakku (black) Black Win95-stylized window 

guriin (green) Green folder window with "Thank You!" on it 
gareeji (garage) Black construction site style window 


.MED FILE Digimon, just like humans, get sick and hurt for all sorts of 
reasons. To make sure your Digimon isn't out of action for too 
long .MED files are used. In order to find out the specific 
condition of an ill Digimon (the little flashing black skull in 
the shrunk field window) open the field and apply the appropriate 
medication which corresponds with the color of the skull that's 
over the Digimon. The Help Section in the game gives a visual 
description of illnesses & remedies. It is possible for your 
Digimon to heal from an illness without a .MED file but it takes 
a long period of time. 


POI FILE Similar to .FRA & .BAC files, .POI files alter the physical 
appearance of the operating system by changing the mouse pointer. 
Changing the mouse pointer can be done in the Options section. 


Pointer Name | Description 

*yuze Pointing Hand 

*noumaru (normal) |= Generic Arrowhead Pointer 
*RED Wedge-Style Red Arrowhead 
katana Sword 


*chuubu (tube) Tube of Paint (I guess it's paint) 
*peepaa (paper) Wavey paper arrow 

*“FUDE Painting Brush 

*ensui Grey Cone 


.PRO FILE There are two types of .PRO files I've found. One has a Skull 
icon and appears to zero out some stats on the selected Digimon 
but for what reason, | don't know. The other fies have an 
exclamation point"!" for an icon but | have no idea what they do. 


.REP FILE The files are used to repair .FLD files (the Window/Field that 
your Digimon are kept in). Use the corresponding .REP level to 
the level of the field that's broken. Fields will also show 
weathered or in need of repair they are by the color of the 
shrunken frame, a green frame is in good shape while a red frame 
is in poor shape and is about to break. 


.RID FILE These have something to do the Digimon data/stats but | can't 
tell what their use is. Not enough info known yet. 


.INT FILE These files can only be found in the Digimon Search area. These 
contain different field backgrounds/enviornments. (ex: Desert, 
Mountains, Snow) The enviornment for each field can be changed in 
the Options area. 


.SPC FILE These are special files. The only one I've come across has been 
the AQUAMARINE.SPC which is a gem worth 12000 Digidollars. 


*- This indicates that the following files may be bought at the Digimon 
Shop on-line. NOTE: Not all of these files may be available at the 
same time since some may be out of stock. 


The LIFE Gauge - (The top green power bar with "LIFE" on top of it.) 
Just like it says, it measures the amount of life/hit points 
your Digimon has. Once the bar is exhausted, the Digimon 
loses the battle. 


The WAIT Gauge - (The red power bar below the LIFE Gauge.) 
The determines how much time is needed before your Digimon 
can attack. Once the bar is full your Digimon will attack. 
The speed of this bar is determined by the speed of your 
Digimon. Digimon with a much higher speed rating may get 3 
or 4 attacks before his opponent gets just one. 


The FAME Gauge - (The vertical yellow power bar on the right side of screen.) 
The size of this bar is dependent on the player's ability to 
push the A-B-C buttons in time with the flashing A-B-C 


buttons on the bottom of the screen. The bar increases with 
each success. The fame rating of the Digimon will determine 
how much the bar increases with each success. 


Once the bar is full and the FAME icon next to it is red your 

digimon will do certain actions when you hit one of the following: 
A Button - Your Digimon will make a CRITICAL HIT when it attacks. 
B Button - Your Digimon will attack, ignoring the WAIT Gauge. 
C Button - Your Digimon will always hit with his next attack. 


Attacks 


Each digimon has two normal attacks and a counterattack: 


Charge attack - The digimon runs at the enemy and slashes, the enemy may 
be able to counterattack a charge attack. 

Range attack - The digimon will do a missle / range attack, the enemy 
cannot counterattack this attack. 


Counterattack - This occurs when a charging opponent misses, the chance 
of a counterattack seems to be completely random. 


Payout/Reward 


At the end of each battle a certain amount of Digidollars will be rewarded 
to you. If you lose, you'll receive 50 Digidollars as a consolation prize. 

If you win, the amount of Digidollars you receive depends on the level of 
digimon you just defeated: 


3rd Generation Digimon = 500 Digidollars 
4th Generation Digimon = 1500 Digidollars 
5th Generation Digimon = 2000 Digidollars* 


*(You'll receive 3000 Digidollars at the end of the final battle for a 
coin. You will not receive another 3000 Digidollars if after you win, 
you use the same kind of Digimon in that area again, instead you'll 
receive the normal 2000 for a 5th Generation victory.) 


NOTE: Hacker battles have different outcomes than regular battles, see the 


Hacker area for more details. 


There are several different hackers in the game. They'll attack your 
Digimon with theirs, the power of a hacker's Digimon seems to be pretty 
random, but they always seem fairly weak. They also have a wide range 
of Digimon, from 2nd to 5th Generation. 


There are a total of 7 hackers: 


The Nerd _ - This guy wears an odd-looking red body suit. This guy will 
try to steal one of your Digitamer Coins if you have one. He 
is also one of the most frequent hackers. 

The Texan - This is a mean-looking rich cowboy-type person. 

Mad Scientist - A mad patch-work scientist, attacks when you get any kind 
of 5th Generation metal/mechanical Digimon. 

Pirate Kid - The girl wears an unusual pirate outfit. 

Zombie - This guy looks like some demented zombie. 

Supervillan -Amuscular guy in a red mask and cape. 

Villaness -Alarge chested female in a web-style outfit. 


Hacker Battle Outcomes 


If the hacker wins, he/she will take an item of their choice from 
your inventory, the amount of money or file name will be shown 
(example: XXxxxxx.pro, XxXxxxxx.etc, 1000D ), if no file name or 
amount is provided after the battle then guess what, they just 
took one of the Digitamer Coins you worked so hard for. In order 
to win back the coin you must go back to the region you won the 
coin in once the area opens back up. 


If you win, the hacker will give a seemingly random item. This can 
range from money to .EAT file to .BMG file, any kind of file is up for 
grabs. Sometimes this can be very good as you can receive a file that 
you can't normally buy from the on-line store. 


Translations of Hackers 


(this is an extremely loose and fairly incorrect translation but | don't 
have enough time to correctly translate these, sorry) 


**Nerd Translation** 


"Ah! For Mary's boss, I'll fight a worm like you!" 
"(but... if you win then | will let you have something)" 


if you win... 


"sigh* The taste of failure. Until next time." 


**Mad Scientist Translation** 


"Ah-hehehehehe! I'm rather interested in that Digimon you use." 
"| want to get that Andromon's monster data." 

"Ah-hehehehehe! You see, | assemble my own Digimon." 
"Ah-hehehehehe! | need the data for my monster-eagle." 


if you win... 


"Ah-hehehehehe! Indeed, Andromon should stick with you." 


AS YOU CAN SEE THIS AREA STILL NEEDS TO BE DEVELOPED. 


The operating system / main screen is a simulated computer window. It has the 
time, day, and money in the upper right-hand corner. 


Trash Can - Located on the right side of the screen this is where you can 
manually put files that you want to delete or a mess that the 
Digimon leaves. In order to pick up a mess or file just put the 


mouse pointer over it hold down the A Button and drag it over to 
the trash can. 


New Mail Message - This is the yellow flashing box that sometimes appears 
underneath the money. All this means is that someone has 
sent you a message. 


Digimon Fields / Shrunk Windows - 
These are the windows where your Digimon are kept in, you can up to 
four Fields/Windows for your Digimon. When you highlight a window 
you'll notice a green frame around it, the small box in the upper 
left-hand corner is just another way to open up the Digimon Stats 
window. It's primarily there for people who use the mouse since the 
controller has its own button to open up the Stats window. 


Top Menu - These are the 14 buttons that are at the very top of the screen. 


TOP MENU (from left to right) 

1. Food - This brings up all of the .eat & .cap files. Click on a file and 
the highlighted Digimon will receive that food or capsule. To 
scroll down to the next screen of food merely press the arrow 
keys at the top of the Food menu. 


2.Mess_ - These are the "typical suprises" or "bundles of joy" that every 
pet owner experiences when raising their pet. Click on the button 
to automatically clean a highlighted shrunk window, this leaves a 
water stain that must be cleaned manually. 


3. Lights - Clicking on this will shut off the lights in the highlighted 
Digimon window. Digimon sleeping patterns are similar to humans, 
they tend to sleep around 8:00 pm to around 8:00 am. The older 
Digimon, the less sleep it needs. 


4. Needle - This brings up the .med files. Click on a file and the high- 
lighted Digimon will receive that medicine. To scroll down to the 
next screen press the arrow keys at the top of the .MED menu. 


5. Potion - This brings up the .REP .PRO .FLD .RID .ETC files. Click on the 
file to use it (have the highlighted Digimon eat it) and use the 
arrows at the top of the window to scroll down. When upgrading a 
.FLD, click on the .FLD file and then pick one of the shrunk 
fields at the bottom of the screen. You will be asked whether you 


want to update the selected field (YES - NO). Other files will 
automatically activate when you feed them to your Digimon. 


6. Arrows - This switches around what Digimon is in what field/window. First, 
highlight the Digimon you wish to swap and click on the Arrows 
button on the Top Menu, you'll then be prompted to selected the 
Digimon you wish to swap around with the Digimon you had high- 
lighted, a confirmation window will appear (YES - NO), click yes 
and the two Digimon will switch places. 


7. Train - This goes into the Training Center with four main buttons at the 
top. The rope icon go into Speed training, the punching bag icon 
goes into Strength training, the computer icon goes into 
Intelligence training, and the boxing icon goes into Sparring 
(fighting). The odds of success (two or three blue circles) seems 
to be based upon how far away the Digimon is from his max stat. 


8. Shop - Takes you to the on-line Digimon Item Shop. 


9. Search - Goes to the Digimon Search grid. Click on the 'A’ looking symbol 
next to the exit button to bring up the keyboard. 


The DigiWeb Search grid is a way for you to get special items as well as 
items that aren't normally sold in the Store but there's also chance to find 
absolutely nothing. You have to pay a certain amount to send your Digimon to 
each location. To access a certain grid area you have to know it's address, 
below is a list of the addresses I've found off of the Digimon Forum and by 
pure luck. 


A-1 QUEEN B-1 WIND C-1 DESERT D-1? E-1 AURORA 

A-2 MOUNTAIN B-2 TOWER C-2 SAND 001 D-2 SAVANNA — E-2 COOL,XYZ 
A-3 MOON.9 B-3 HEAVEN = C-3 CLOUD D-3 OCEAN E-3 WHITE 

A-4 STONE B-4 RIVER C-4 ? D-4 BLUE E-4 ICE;4 

A-5 GRAY/400 B-5 SUN C-5 PARADISE D-5 DREAM-34 E-5 ROCK 

A-6 RAIN B-6 HOT,8 C-6 SEA/20 D-6LIGHT 11 E-6 SHADOW 

A-7 BLACK B-7 BAY-1359 C-7 YELLOW  D-7 WATER E-7 SNOW 

A-8 STAR:7 B-8 ORANGE  C-8 FINE@ D-8 FOREST ~~ _E-8 NIGHT 

A-9 GREEN B-9 FREEDOM C-9 EXIT D-9 SKY.6 E-9 SHERBET 


Item Locations in Each Section- 
This will be compiled later as each area can have several different items. 


10.Battle - This takes you to the battle fields. The faded fields are areas 
which you currently can't fight in. A coin will mark a field that 
you've won. The Arena has no coin but is always open and has a 
wide variety of Digimon to test your Digimon with. 


11.Album - This contains charts of evolutionary patterns for the four 
versions of Digimon. Pressing L-Shift or R-Shift will change the 
version shown. Whatever types of Digimon you've had will be 
shown, click on them to bring up details and a nice picture. 


12.Diginet- This puts you on the Diginet. You have two options, Check Mail or 
go to the Links. The Links contains the Digi News and an on-line 
game to earn money. The Digi News is broken up into Current News, 
Past News, and the Digi Forum. 


13.Options- This brings up the initial options screen. (see Options) 


14.Help - Provides graphical and text help on several items, this also 
contains a section (help #4) which shows the cures for each 
illness. | haven't been able to translate any of this yet. 


The Options area contains all of the customizations and game save. The menu 
at the top contains (from left to right) Exit, Background, Windows, Pointer, 
Operating Setup. The screen automatically opens up to the background screen. 


Background - This has a sample of the background (.bac files) that is 
currently selected, to choose a different background simply 
select the left or right arrows at the bottom of the screen. 


Windows" - This has a sample of the highlighted window/field. You can 
change the window frame (.fra files) by clicking on the 1st 
option (the blue print) on the left side of the picture and then 
using the arrows underneath. You can change the windows back- 
ground by clicking on the 2nd option (the blue print) on the 
center left side of the picture and then using the arrows 
underneath. 


Pointer - This has a sample of the mouse pointer (.poi files) and two 
different boxes of options. The first set (going from top to 
bottom) contains the changing the mouse, changing the mouse 
speed, changing ??, and changing the length of the mouse tail. 
The second box contains the option to have the new message box 
on or off. 


Operating Setup - Contains 3 setup boxes. In the first is the background 
music (.bgm files) in order to select what background music 
you want you the arrows and hit play, if you don't hit the 
play button then the music won't be set for the main menu. 
The Stereo/Mono option is underneath the music buttons. The 
second box deals with the speed of the Time / Clock. The 
horizontal options go from Slow - Normal - Fast. The third 
box has options for Save(game) or Load(game). The save 
files are labeled by dated according to the Sega Saturn's 
internal date in order of month & day. 


Q: How much is this like the Digimon TV show? 


A: None what so ever, unless you count all of the familiar looking Digimon. 
This game is based upon raising Digimon from Earth using a computer. The 
TV show is based inside the Digiworld and the "Digi-destined”. 


Q: Why is it that sometimes | go to the store and everything is cheaper? 

A: Each day the store has a sale for one hour. You can find out when it is by 
checking the top message in the Digi Forum. The hour varies from day to 
day so you should check this every morning (as soon as midnight passes). 
In case you're wondering... the sale is 31.25% off of everything in stock. 


Q: My Digimon's at the right level but he won't Digivolve. What's wrong? 


A: If you use .DAT to beef up your Digimon past his normal limits then he 
might Digivolve at a slower rate. I'm not sure if there's a way to reverse 


the .DAT files, the skull .PRO files might have something to do with it. 


Q: When | search | keep getting system files that | already have. Is there 
anything | can do with these? 


A: Each search area has between 5-8 different items. It's random on what your 
Digimon finds (if anything). Duplicate files can still be helpful, even 
if the store will only give you a small amount of Digidollars for them. 
How? Feeding duplicate files to your Digimon may increase their FAME. 


Q: The Japanese characters between the percentage and the age in my Digimon 
Status window turned red, what does that mean? 


A: | haven't figured this one out yet. But | do know that it turns red once a 
4th Generation Digimon reaches 80%. It could have something to do with 
evolving to a Sth Generation Digimon. 


Q: How do | stop hackers from attacking me? 

A: I've found that there's no sure way to stop hackers from interferring. 
Hackers seem to attack after you've achieved something in the game, 
whether it's grabbing a DigiTamer Coin or having one of your Digimon 
evolve into a certain kind of Digimon. You may want to make sure you have 
at least one powerful Digimon health after you win a coin. 

Q: Are there any Game Shark / Action Replay codes? 

A: None that | know of, I'm not a Game Shark code creator. If someone from 
the Game Software Code Creators Club (GSCCC) would like to give it a shot 
*HINT HINT*, then let me Know what you find. 

Q: Is this also for the Playstation? 

A: No, there is a Digimon game being released for the Playstation but it's 


different (or at least the name is). 


Q: Why does my Digimon keep getting hurt or sick? 


A: If you make your Digimon do something when he's out of hearts in the 
Hunger Meter, then there's a good chance he'll get hurt or sick. Make sure 
you always have at least one heart full if you're having your Digimon 
attack or train. Also, check the status of the Digimon after each fight or 
training, sometimes hearts are lost during training or battles. 


Q: My Digimon keeps getting angry with me everytime | try to pet or groom it, 
what do | do? 


A: I've found that the reactions of petting and grooming seem to be 
coordinated with how often you do these. Constantly petting or grooming 
may make your Digimon happy at first but after a while he'll become upset. 
Take your time, this is a hard stat to increase as each Digimon prefers to 
be petted & groomed at certain times. 


Q: Is there any way to have my Digimon evolve into it's Mega Digimon form? 


A: Nope, Gururumon can evolve into it's Champion form of Weregururumon but 
will never be able to evolve into it's Mega form of Metalgururumon. But 
this doesn't mean that there aren't Mega Digimon in the game. *grin* 


Q: Where can | buy a Sega Saturn Mouse (Mega Mouse)? 


A: There are a few on-line stores that carry the mouse but the prices are 
fairly high. The Mega Mouse was also sold in a Netlink setup package, 
this includes the mouse and a keyboard adapter. You can, however, find 
individual Mega Mouses for sale on eBay almost every week for half the 
price of what the on-line stores charge. 


Q: Can | use the keyboard adapter on the search screen since it has a 
keyboard on it? 


A: No. 


As you can see there are quite a few things missing in this FAQ. If you have 
any information on the things missing or new information | haven't talked 


about then please email me. Also, questions are welcome so | can fill in the 
shallow Q&A section. The more input | receive, the better this FAQ will be. 


fritzsama@usa.net 


